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WHAT Is "YU-GI-OH! DUEL MONSTERS"? 
"YU-GI-OH! DUEL MONSTERS" 1S A CARD GAME BASED IN THE YU-GI-OH! 
UNIVERSE, WHICH APPEARS IN THE YU-GI-OH! COMICS AND TELEVISION 
SERIES. THERE ARE MANY KINDS OF CARDS, SUCH AS MONSTER, MAGIC 
AND TRAP CARDS. HAVE FUN COLLECTING CARDS, CREATING A DECK AND 
USING THEM IN DUELS! 


£ lta} | ss | te Nee fete | 
| me Bape sre S| iif kl 


THE ULTIMATE DUEL SIMULATOR! 

YU-GI-OH! THE ETERNAL DUELIST SOUL IS A. DIFFERENT EXPERIENCE 
THAN THE PREVIOUSLY RELEASED GAME: YU-GI-OH! DARK DUEL STORIES 
IN THAT IT COMPLETELY SIMULATES THE YU-GI-OH! TRADING CARD GAME, 
DUEL MONSTERS. THE FUNCTIONS FROM THE OFFICIAL RULES, ‘SUCH LN) 

CHAIN COMBOS AND FLIPS ARE ACCURATELY RECREATED 1 a At 

YOUR GAMING EXPERIENCE. THIS [IS EXACTLY HOW Y 


MONSTERS WAS MEANT Ke BE! 







Players who are unfamiliar with the _— Rules of the Yu-Gi-Oh! Trading Card 
Game should read paaes 38 to 74 in order to fully  senisedbenkta how to play. 





Tote) aa ce) 
' These are the basic controls. For a detailed explanation of controls, please refer to 
Wintcw=> de) Flare iile)ahcmeat-lar-le)el=-lmmtalceelelarelejanca(-Mant-lal0l- 1p 





L BUTTON R BUTTON 
Switches between Trunk, Switches between Trunk, Deck, and 
Deck, and Side Deck Side Deck (Deck and Trunk screens) 
(Deck and Trunk screens) or Draws a card during the Draw Phase 


A BUTTON 
Enters menus, 
commands and cards 
Advances message 


CONTROL PAD ; B BUTTON 
Moves the cursor Dw Cancels commands 
: Chooses menus, Returns to previous screen 
» commands, and cards Changes Duel phases 





| GETTING STARTED 
Insert the Game Pak into the Game Boy® Advance system 
lato Masle)-mial-m ele) -iat-\)710e amon @)\\ 


|} The Title screen will appear. 










| Press START at the Title Screen and the Start Menu vill 
| displayed. Highlight your choice by pressing Left or 
| the Control Pad and enter the selection with the A = 







| NEW GAME a it x 
Starts the game from the beginning. 






SELEGTING A DEGK a 

Select a deck. ° 
talecrom dale sy 
for-1¢0 (al ©) glo) 1 
enter the selec ion w 










| INITIALIZE DATA 
' If saved data already exists and NEW GAME is selected, the 


' screen on the right will be displayed. Please be careful. _ eee 
| PRESSING START WILL ERASE ALL PREVIOUS DATA. The 7B al ts atl 


START? Delete 





H Donit de 


te afl |e || a |e | 4 

a aa a | aL | ome Bose 
My iialicme)e)ilolamerelaitialel-cm-m e)<-\ulelulcmel-laal-p eh eter cis is 

‘ | che. jaan F | te le 

i lls alge te iF et k 





SAVING AND LOADING 
This game system automatically saves and loads game data. 
Saved data will be periodically overwritten. 


Turning the power ON will automatically load saved data and 


the game will restart from where it was previously left off. 


OE ti ge Re ee ser eps Ee I Be 





OER 














GAME MODES 
Start the game by selecting NEW GAME or CONTINUE from the 
Title Screen and the Game Mode Select Screen will be displayed. 


Select the mode to be played by pressing Up and Down on the 
Control Pad and enter the selection with the A Button. 





CAMPAIGN 

Players can Duel with a variety of characters. At first, fede 6 can only battle with five 
characters, such as Yugi and Joey, but the number of characters that can be battled 
increases as players win. Players win one pack pt five cards) for each Dye rey win. 






un eG 


How A’ CAMPAIGNYPROGH a Sr a i. 
1. The characters that can be battled will be dis pla eC 
Left or Right on the Control Pad to move the cu urs 





F the Janken Screen will be displayed. Choose by pressing Left 
| ‘or Right on the Control Pad and press the A Button. The duelist 
who wins at Janken can choose to go first or last during the 
tduel. 
*The rules for Janken, are very similar to the game: Rock, Paper, 
Scissors. Rock beats Scissors; Paper beats Rock; Scissors 
Deats Paper. 








edie cards will be dutpmaticelly ole=\Uamice)anmig=me(-\e1 @r-\-mr- Mi ar-lalemmr-lalem tal-m DIET) 
tb beg iris. 7 
‘Please refer to hs ob pigeary on page 32 for details on Dueling and controls. 











REGARDING PACKS ACQUIRED THROUGH VICTORIES 
Each type of card pack can contain different cards. At first, players can only select 
from 3 types of card packs, but new types of cards become available as the player 


continues to win in the Campaign Mode. 





AM aTiss-lCoNVEcH o)F-\Vi-1e-ma Coker al-(e1 aut al-Wer-1ce cM al-\Val eleli\-oW-lalodl etl ile! Sica 
their decks. For details, please refer to "Deck Edit" (page 17). rye oF Hear 
a a Esotist 


= 






Senity EV 
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er AES Fee Oot si 








REGARDING HOW TO PUT TOGETHER A DECK 
Please build your deck before starting "Campaign" or "Link Battle" 


Modes. The Deck cannot be changed once these Modes have started. 
































Ne fete | | Mae |e IS et ee 3h 
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SINK BATTLE 
Friends can battle each other by connecting two Game Boy Advance systems with 


igs Game Boy® Advance Game Link® Cable. Please note players do not receive 
packs for winning Duels, such as in the Campaign Mode. 


*Please G=)i=\ a Cone m (0) 2 CoM Oxo) alalvoimtai-MCr-lan(-M sie)’, om aCeNY/-lalei-mGr-ltal-m mlal «com @rcle)(>) 
ppage nT) cola avciiaule1d(o)atcme)am are) Vm oerelalar-re1 @- lave mer-(01d(e)ar-Mccii<l<-1em COM IIAL <C-1eM Olte NYE 









I LINK BATITEE PROGRESSION 
+1. Once the units have been connected, switch on the Game Boy Advance systems 


Tto start the game. Both players should choose "Link Battle" from the Game Menu 


screen and press the A Button. 
“The battle begins immediately ped the players select "Duel", so please build your 


Cks Ta) advance. 
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CARD TRADING 

Friends can exchange cards by connecting two Game Boy Advance systems with 
dal Cr- lal mle), com XO NZ-lale-CI-lpn(-m Mla] (OM @r-10)(- Mm mt- [el ple) -\V.-1g ei gleless\-\-Me)al-Mer-Ice hive 
exchange. 

“Please refer to "How to Connect the Game Boy® Advance Game Link® Cable" 
(ek-Te [Mare mie) malar) ge \e1t(e) ale) aim ale) iva Com ere)alal-(eq@r- lave Mer-(0]i(e)a\-mc-1/-1<-16 mm Collin] <-re me) F-\VA 


TRADING 

1. Once the units have been connected, switch on the Game Boy Advance systems 
KoWk-)(- lah tal-Mer- lanl le) igs ©)/-\,-16-Me-Ja (ele) (0 mej aleles-\- im @r- Ice Mi ¢-\ol]alopmmico)pammia’-mer-lan\-WV/ (1910) 
screen and press the A Button. 

*Only cards in the Trunk can be traded. Please be sure to build your deck in 
advance. 


2. The Trade Screen will be displayed. First, choose "Select A 
Card" and press the A Button. The Trunk Screen will be 
foli<)e}[-\W/-re merece) Meal celele| aim ole] mer- cele) a e)e-'--) [p16 O) o-lalep Bien iyin 
on the Control Pad. Players can view detailed card data by we 
italia @r-lc@MAVA(-\WV ium exe)anlaat-lale Mm @)aler-Mtal-Mer-|ce i oll e\-Wi¢-lo|-te foam eo 
highlighted, select the "Decide" command using Left and. Right ti 
on the Control Pad and press the A Button. The Trade Screen will _ . 
be displayed. If you would like to reselect sony choose "Select 
A Card". 



















53. After both players have selected what cards to trade, both Cara Tra 
players should choose "Trade it now" and press the A Button to = =__— 
_complete the trade. 
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If the total number of cards 
; drops below 40, with the 
F exception of Fusion Monster 
|, Cards, players will not be able 
|, to build their decks, duel or 
trade. Please be careful! 






<5 Gegsuay™ 


“Fusion Monster Cards go in 
the Fusion Deck, not into the 
Main Deck. 


Me RISE OB SOSIE CERIN SNAG MSTANT Ua cecoe agar eines att eta te Oe tr ante gp Tec ee nee eee at ee ee eee te eee es 
i CONNECTING THE GAME Boy ADVANCE® GAME LINK® CABLE 


This explains how to connect Game Boy Advance systems with the 
Game Boy® Advance Game Link® Cable. 


What to Prepare 


- Game Boy Advance........5..) 0 Ga a 2 

- "Yu-Gi-Oh! The Eternal Duelist Soul" Game Pak............ 2 

- Game Boy® Advance Game Link® Cable..................... 1 
| Connecting 


1. Confirm that both units are switched OFF and set a Game Pak into each one. 

2. Connect the Game Boy® Advance Game Link® Cable to the external SEP eap ion: 
(ore) a} al~1e1 Xe) aome) mmr (ea lau alle 

3. Switch both units ON. 

4. Refer to pages 11 to 13 for further operating instructions. 

“The player whose unit is connected by the smaller ive will be Evers 1 


| Cautions for Linked, Play 

__ In the following circumstances, the link may fail or malfunction. PD pesca) eg 
_ + Acable other than the Game Boy® Advance Game Link® Cable i is used. | ne “Ts 

mm Ralcoer-lo)(-MiMale) Milat-\-lac-\emere)aale)(-1(-)\VA , j  . 

| * The cable is disconnected during play. 

mu Aa\=mer-\e)(-Mcyme||Yere)alal-le)t-(e mi ice)aamigl-Meve)alal-\eii(e)a ll ole) am 
- More than 2 Game Boy Advance units are connected. 
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—ALENDAR 
| The Calendar Mode allows you to check the date for special 
| \AURCi@)alm-\7-1n1ce 


I OTE: The game runs on a fictitious timeline that does not 
{correspond to the real date. 





| O ne day passes for each battle in the Campaign Mode. Weekly and Monthly 
1 Yu-Gi-Oh! comics that contain packs are sold and Duel Monsters tournaments are 
held. Check to see when they occur with the Calendar Display. 


" con EXPLANATION 


. wes Weekly Yu-Gi-Oh! and Yu-Gi-Oh! Magazine Launch Date 
T, Weekly Yu-Gi-Oh! will go on sale every Tuesday and 

~ Yu-Gi-Oh! Magazine will go on sale on the 21st of every 
- month. Players can obtain special packs on these days. 


. Duel Monsters Tournaments 
Duel Neonat tournaments are held on pe second and 

















TE 


RECORD 
Players can check the battle records against each character. 





PASSWORD 

Players can acquire a card by inputting the Password (the 

“Te lalexel{elim@aleianlel-19 miai-\ar-le)e\--le-Wu al dal-Wle)ii/-\aiciiaere)gal-\alelite) 
bAPRC iE @]almuic-(ollarem @r-lcoMCr-lnn\-4@r-lco Pl nle\\\(-\11-10 lal modal mere) 0)V) of 
f- Mer- lo Mer-Iall el—w- (ere 10|[¢-10 he) ai -y- (0) all =s-1s\ 0) cop 


















1. Move the input cursor (the number that is lit Lip) with the Control 3 
the digit with the A Button. To make a correction, move the pass vord 
L or R Buttons and re-enter the wae gf : 


2. When the password has been inputted ae tely, OF 
press the A Button. The card will ad Lge bias if e Pa 


correctly. 
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3) od @ 4°) be 


| This confirms the cards in a player's possession. Players build their decks here as 
well. Players should construct Decks with 40 to 60 cards and Side Decks with up to 


15 cards. However, Side Decks are not necessary to Duel. 


SSCREEN VIEW AND EXPLANATION 


| be E¢K FORMATION SCREEN 
Players can scroll through the card list one card at a time by pressing Up and Down 


{ fon the Control Pad and can scroll through five cards at a time by pressing Left and 
{Right on the Control Pad. The Command Menu is displayed at the top of the screen 
‘Tby Ripssng the A Button. The B Button will take the Command Menu away. 
Card Graphics 

(Ci ¢-le) a) (om ce) ma tal- 1-1 (-10](-10 mer-l ge) 






_ Selection Cursor 
Ir rete | on the ie 






oe Ao - Deck and Trunk Information 
;. Trunk, Main Deck and Side 


~ Deck information 


7 








_ Card Information : 5) Mo |e | = te lin Fle | 4 
__ This is how to view card data with the Select Cursor, | vie@ If RISES S| iF ke 


| Card Varieties 








Ritual Effect 
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Insect 
Dinosaur 


d Beast 
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Dragon 
Spellcaster 
Zomb 





Quick-Play Continuous Ritual Field Counter 
















+ Command Menu 

+ Press the A Button on the Deck Formation Screen to display the Command Menu at 
| the top of the screen. Select from the menu by pressing Left or Right on the Control 
_| Pad. Enter the selection with the A Button. Players can scroll through the card list 

| one card at a time by pressing Up and Down on the Control Pad. 


WV {eva lO Be ere) ats) AV/ al(eiaimer= ge lsurclasmcialoniua How cards are listed 


coe OB > OVEN Ge Me 
ancient Ter List Fitter) © SS 





‘Card View icc 
| This Hispleys detailed data aa the selected card. ween cp ead mn 
ae velocities that exceed 
the spec ed uf § en. 





r Piéhde: refer to "Card Varieties" ola) page 50 for instructions 
on how i view v detailed « data. r | 
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Bommiaelal. 
Moves a selected card to the Trunk. 





BCom i Fliam Bl-se1,¢ 
Moves selected card to the Main Deck. 


a fom) (e(- i BI-ve1 4 
Moves selected card to the Side Deck. 


S 


JI List Filter GiizsD 
Players can search for or sort cards in the Trunk, Deck or Aut Cards 


Side Deck by type. Oe ai 


Effect Monsters Trap Caras 


Fusion Monsters Ritual Monster: 





fH) Statistics , : 
A alicMelise)(-\cme-ti(es-me)mer-lce mm a' el-\-M am tal MN Lael al @ peek or san & 

Side Deck by type. : Normal Monsters 1584 

we Effect Monsters 585 

wa if usion Monsters 21s 

= Magic Cards 5&4 

© Trap Caras 275 

” Ritual Monste. rs 62 

Exit 





Return to the Game Mode Select Screen when decks have been f formed. 


y ta 



















Trunk 


| ‘Main Deck ~ 


mber of hiabiighted, 





 Dyetelar-laleMlaUlal al lanielaaarciiieya 
1B)Se)EWesmlabcolgant-\ile)amr-lelele) mer-lco lM lalmia(- mm tala) emm\Y/(- 11am B1-1e1.@r-lale mel(e(-mBL-10L.@ 


Uhalmaleianley-\aismcal-malelanlel-iane)i 
selected cards in the Trunk. 











| The top number is the 


S}[e (=m BI =1011¢ 

Wi at-mco)omalelanle\-\ai-Mmigi-malelanlol-\mme)mallelalire|aicre. 
for= ge (oil ala alte) (0 (>i B)-\e1 omr- [ale mm ial-m elolace)aamalelaale\-16 
Koya dalswncolts li ale|an) el=)a@ne)mer-|celoml lam ial-mel(e(-m DI-\e1.@ 


Statement 


Te laiie)deatcitielam-leleleimin(-mc\-)(-\e1¢-1emer-|celcm lamin Mnlaulal.@ 
_ Deck or Side Deck. 


unk: Displays the total number of cards possessed. 
ain Deck: Displays the total number of cards in the 





ee Deck and the number of cards in the Fusion Deck. 
Side Deck: Displays the total number of Monster 


Sekt and the total beens fo) ar-1| eo) dal-\amer- (xem lam ial= 
rh ay | 23 








LIST FILTER 

Players can find the cards they are searching for by using the "List Filter" menu icon. 
Searches can be filtered by types of cards and listed in order by Name or by another 
Stat. 


HOW TO FILTER CARDS 
Let's try doing a search for only the Effect Monster Cais from de Trunk ae sort 
them by ATK. 6 Moen 






1. Highlight the "Trunk" with the L or R Buttons and select the F pat ae 


3. Next, choose "ATK" and press the : Button The 
olisye) -Waelal Wat tat-M =i c-teg Mon e Ss 
ale |al-x-y an ce) lowest. | 
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BOECK FORMATION 

-'Move cards between the Trunk, Main Deck and Side Deck to put together a deck for 

: use in a Duel. There is a limit for the total number of cards for each deck. There is 
also a limit to the number of the same card that can be included in the Deck. 

Please refer to page 39 "Building a Deck" for cautions related to deck formation. 


UttiNne: K Deck TOGETHER; ; 
oose "Trunk" with the L and R Buttons and the Trunk Card List will be dis- 





; 
| 
| 


. 
i 





DUELS 
This explains how to view the screen when | 
Dueling and the appropriate controls. The _ 
rules in effect are very similar to the rules in 
itatom@)ii(elt-1 (Up /ex@) alm BYO(- 1m \V/felarcic-\ecmme-(ellaley 
(@F-1o CT-lagl-mi(wi-1-m oy-(0|- clone 
"Duel Monsters") 


SCREEN VIEW 
AND EXPLANATION 

















DUEL SCREEN : 
Move the cursor wi 
Taiceygagrclicelamn allie) 
bottom of the si 
location of the cursor 


Mitta the ipo sel 





NVAL@) hoe ost Tayielanarsiace)al ELIMINATED 
O7\ 51D AON at Windows CARD ZONE 















aim Ke7\;10)740)\| = oat nll steerer | JP GRAVEYARD 


less) \@)\ ig 8) 0) ,6740)\| = 









om scxd = a 
Harnie Lady btib f/| enn @INT c~Yolal lal iolaaar-liela 


7 «c\ae we OU cer MAGIC & TRAP 
: (@7:N51B 740) \| = 


feyamiarlare his : 
mmands chp ws Mote to 1 a\>¥s ofe)~)] (0) ae) imia|-Me10] evo) ar-lale| 








IT] pococeenenns EIN 
: tit 
NOU rc eeu ei 
} » oo ee i 

ses 


hoose an Revela) by pressing Left. or Right on the Control a= (@nr-lale| 
er the selection with the A Button. peeaing the B Button: 
urns a fictd ice) card selection. ) 





welts 

















Card View | 
Players can view detailed card information or the cards that are in the areas 
selected by the cursor. 


Summon (Special Summon) 
Plays Monster Cards in the Hand onto the Field in the face- -up Attack Position. 







Activate oe ) 
Activates the effects of Effect Monster Cards, Magic Cards and rap ) Cards. 


Def mess) 


Surrender Po 
Abandons a Duel in pr 



















#1 Places a Monster, Magic or Trap cards from the hand to the Field in the 
_ face-down Defense Position. 


dowr Defense Position Monsters to the face-up Attack Position. 





Habicelgaat-lalelamAdiare (en 
A player's Life Points and current phase are displayed here. The 
player's info is on the left side of the screen and their opponent's 
Telcom tsmeolamm tal-male]ajemm Mal> mel] ac-1a)mm e)ar-\\-Ml(e)p)cu) oll ala c-ve p 





Current Phase 


Phase Display 
D: Draw Phase S: Standby Phase M1: Main Phase 1 
B: Battle Phase M2: Main Phase 2 E: End Phase 


CARD LIST DISPLAY 


GRAVEYARD/ ELIMINATED CARD ZONE/ FUSION DECK 
Move the cursor to the GRAVEYARD, ELIMNATED CARD ZONE - 
or FUSION DECK and press the A Button. The card list for that 
area will be displayed. The player can look at their Opponent’s 
GRAVEYARD, ELIMINATED CARD ZONE and ee Aunt 















Players can move the cursor by pressing Up and Down ¢ on the : , 
Control Pad to scroll through the list. Players choose hice) faale 

by pressing Left or Right on the Control Pad and enter 
Button. They can view detailed card data with "Card t 
the Field. : 


cto) 











} When performing a Special Summon for Effect Monster Card, Magic Card and Trap 
| Card effects such as "Elegant Egotist" and "Giant Rat", a list of target cards will be 
| displayed. The list is controlled in the same way as other lists. Select the card to 

| summon, choose "Decide" from the menu and press the A Button to effect the 

| summon. 


7 


| The icon displayed in Information - CARD STATUS in the List Screen shows the 
| ] status of a card. 


(B) targets for "Prohibition’ A eas 
Cards that Cannot be | 
the Field with "Monste 


ed Cards in Hand 


Cards in the GRAVEYARD 


| we Fusion Material Cards 


Cards in the Deck 


Ss Targets for "Lightforce Sword" 
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SURRENDER 
Players can end a Duel in progress by surrendering. However, they forfeit that Duel. 


In any phase other than the Draw Phase, the Surrender Icon will  y)typererse 
be displayed when the cursor is on the Deck and the A Button is — — 
pressed. After pressing the A Button again, players will be asked 
if they really wish to surrender. Choose "YES" to surrender and 
press the A Button. 











DUEL PLAY 
This explains Duel Progression and the controls. 


DUEL PROGRESSION 
1. Draw Phase 





| 3. Main Phase 1 
| Players place Monster Cards, Magic Cards and Trap Cards on 
! the Field and use them in this phase. To use a card, move the 
| Herel eve) an cov iat-iaxer-|ce it~ elem o)¢-\ccmm aio AW 10) 10) ame Mal-M @xe)a nl ant-l avon (ere)g 
+ will be displayed. Instructions will appear on the screen when a 
| player activates magic or effects, or Summons a high-level 
| monster. Please follow them. 

Pressing the B Button displays the Phase End Menu. Players then choose an action 
| and enter the selection with the A Button. 





dof edisondtiest tits on. she Field and can use them in this 
1 ly apport, a ee! in Mai, Phase 1 can summon 

















6. End Phase 

If all of the actions that are required in the Main Phases 1 and 2 and the Battle Phase 
have been completed, the player presses the B Button, brings up the Phase End 
Menu and ends his turn. 


Both players repeat steps 1 to 6 until the victor has been decided and the Duel ends. 


SPECIAL CONTROLS 

SJel-Tet-lmelelgalanrelaliare Mm \\/(-2¢alele ince) mre) el-te1) item \V/lelatsjc- ies) 
"Metalzoa" and "Red-Eyes Black Metal Dragon" perform a 
Special Summon from the deck. Please be careful, if one of 
these is drawn into the Hand, it cannot be played on the Field. 
To Summon these cards, follow the instructions below. 


First, "Zoa" or "Red-Eyes B. Dragon" must be equipped with the | 
‘sto l0]) om \Y/-\e] [om @x-lce Mm (-1¢-\lnglelge)amelalnia\-Mal(-)(6 Ml lmica(-W-lele)V- 0 “ 
Special Summon Monster Cards are in the Deck, move the 

cursor to "Zoa" or "Red-Eyes B. Dragon" and press the A Button | 
The Command Icon will be displayed. Choose fiaples: ae y 
press the A Button one more time. — ‘ a 
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. DUEL MONSTERS 

t Mii UR Cin®) almie-ellalem@r-lre Rer-lanr- 
| rules have been adopted for the play 
| of this game. 


| NOTE: The rules for the Official 
ence Cie @) alam ie-loligem@r-lcemer-laal— 
are constantly being revised 

| andthe rules inthis game > 
| may not be accurately — 
Price cemania-nellacait 
doumament rules. 
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sis 


BASIC DUEL ITEMS 


CARDS 


| Mi al-l¢-WelacMsU ko mer-lce con tat-lmrer- lam el-Melc\-(0 Mam ca-mel-lgal-1am Mal-)|qice)(-\-Mer-|am elm eles-1— \vaelivi(e( 10 


_ The effects of these cards are numerous and varied. TOF can sie 


Talcom iatomce)|(e) i aiale minlgo\-mer-l\-1e[e)g(-s-p 
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These cards are used to attack the opponent. Some of these 7 , Se cane Den cant oe 


| portal pan, 


cards are powerful cards with special effects and some must be 
Summoned by a special sequence. 




















Magic Cards (148 in all) 


’ (Magic/Equip) 
© A nonster ewipred with 
this car d increases it if 
ATK by 00 vints. Whe n ae 
i this card is sent fron 
Bi field t to the 
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of the Field. The proper use of these cards can eodtl i the mow 
outcome of a Duel. : +. 





Trap Cards (72 in all) _— 
These cards are used by placing hon on ribs he Field Th 
activated by an opponent's attack or f magiG faye} ~ ca 
their effects. : wots - 
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The Duel Field is where players place their own cards that they have played or 
thrown away during a battle. In battle, the Fields are arranged face-to-face as in the 
Fields shown in the diagram below. In addition, the designated areas for placing 
cards are outlined below. 


MONSTER CARD ZONE ELIMINATED CARD ZONE 
Monster Cards are placed here. Cards that have been removed 
from a Duel are placed here. 








| FIELD CARD ZONE- 
_ Field Magic Cards 
ie ae part] hae. 





GRAVEYARD 
Destroyed cards are 


: nit placed here. 
FUSION DECK ZONE + 


_ The Fusion Monster Card | = — : 7 aad - 1B) =@),@740)\| = 
Deck is placed here. Tree lle cael leallteteeteren the Deck is placed 
: ro. Ps here. Players draw one 
for-lce ih icelanma\-le-mel0laiare) 
=the Draw Phase. 
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BATTLING 
Players battle an opponent in this card game. 












Duel - A single head-to-head battle. 


Match - A set of three Duels with a single 
opponent in which the first player to win two 
Duels wins the Match. If there is one win and 
two draws, the winner of the one Duel wins the 
match. If there is one win, one loss and o one 

ere are three draws, the match — 
| ; _ becomes « ee : 
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BUILDING A DECK 

1. The group of cards that a player uses in a Duel is called the Main Deck. In this 
game, players make decks of 40 to 60 cards, not counting Fusion Monster Cards. 
Up to 20 Fusion Monster Cards can be included in the separate Fusion Deck. 
“Duels can be held even if a player has no cards in the Fusion Deck. 


2. Players can set up 15 backup cards in addition to the decks to be used in battle. 
These cards go into the Side Deck. It is possible to switch Side Deck cards with 

_ cards from the Main Deck in-between Duels during a match. Be sure to exchange 
them strategically. Make sure the number of cards in the Deck remains the same 

5 when switching cards. 

| *Side Decks are backup cards to be used in a match. Therefore, players can Duel 

| without Side Decks. 


f 3. All cards not in the Main Deck and Side Deck are kept in the Trunk. Cards are 
7 mL malate the der iy build the Deck and Side Deck. 
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: wt. re Bred of the same card can be used in the Deck and Side Deck for 
a atte. However, certain cards | are limited and are restricted to fewer than three of a 
ind in a hand Only one’ “Limited Card" and two "Sub-limited Cards" can be used in 











LIMITED CARDS 

‘Left Leg of the Forbidden One 
‘Right Leg of the Forbidden One 
‘Left Arm of the Forbidden One 
‘Right Arm of the Forbidden One 
-Exodia the Forbidden One 
-Dark Hole 

-Raigeki 

- Sinister Serpent 

*-Megamorph 

-Harpie's Feather Duster 

-Jinzo 

-Monster Reborn 

-Pot of Greed 


SUB-LIMITED CARDS 
-Sangan 

‘Swords of Revealing Light 
‘Witch of the Black Forest 
‘Bell of Destruction 
‘Graceful Charity 

‘Heavy Storm 


‘Change of Heart 

- Mirror Force 
-Snatch Steal 

- Confiscation 

- The Forceful Sentry 
-Painful Choice 
-Call of the Haunted 
‘Cyber Jar 

- Ceasefire 

- Imperial Order 
‘Magic Cylinder 
-Limiter Removal 
-United We Stand 


‘Delinquent Duo 
- Backup Soldier 
-Nobleman of Crossout 
-Morhping Jar #2 
- Riryoku 











WIN REQUIREMENTS 
Duel wins and losses are decided based on the 
following rules. 


1. Both players have 8000 Life Points at the start 
of a Duel. Life Points decrease when players or 
fanleyatcic=\gcmrslgomeclutcle1.<-ce me) anr-l|mcone(-1i-lale| 
themselves. A player wins when his opponent's 
Life Points drop to 0 or loses when his own Life 
Points drop to 0. 





| -Left Leg of the Forbidden 
2. The Duel results in a draw if the Life Points Oi - Right Leg of the Forbidden 
‘both players drop to zero simultaneously. -Right Arm of the Forbidden 
ea = -Left Arm of the Forbidden 
he first player to exhaust his deck and not -Exodia the Forbidden 
fe) (Ma coyme [e-\Vr-lalel alls gard from the deck 
loses at that time. «a 





THE PROGRESSION OF A DUEL 
Duels are based on rules and follow the following sequence. 


1. DECK PREPARATION 

Players put together their Decks beforehand. Confirm that a 
Deck consists of 40 to 60 cards and a Side Deck consists of 15 
or fewer cards. 


2. DECIDE THE ORDER OF TURNS 

The winner of janken decides whether to take his turn first or 
last. However, in match play the loser of the Pipes Duel has 
ial—-male|giancomeialeless\-¥ 





| 3. DRAW A HAND 
Five cards are automatically drawn from the top Ss the Deck. 
This will be the player's Hand at the start of the pe — 








4. DRAW PHASE 


Players draw one card from the top of their Deck. The first player 
can draw a card on the very first turn. 






5. STANDEY PHASE | 

In this phase, there are monsters that activate effects, Magic 
Cards and Trap Cards. If it is written on a card that something 

st scons. une this Pet Dlegee follow those instructions. 
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Monster Cards 

mare Walale m= Mi (e)at-}(-1an@x- Ice mmicelanmr-War-lale mV iialelejanc-)\V/iareie)aliagt-(e] (ome) a -ii(-1e1tcwm [omer-l|(<1o pre! 
"Summon" or “Set”. Place it face-up and vertically if it is in Attack Position 

(Sela alaatola) Mm aai-\ex-mimnr-(e;-e(e)wialr-lalem alelayde)ait-\i\aijmial sala l BY-)i-1a\-\-M exelc)jd(e) gl (ol=18 am Mal =) 
position chosen when the monster is played cannot be changed until the next turn. 
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ing this phase. A monster whose position has been changed once cannot have its 
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In addition, Effect Monster effects can be activated in this aes 


WY FeYeo [fom @ 7-10 [oar ale ial fel e) @r-1ce hs : : : bi 
NW FeYo | Comm @t-l ce [-wer- lala ol-¥ e)t-\e1-10 mur- (ex-t10) ee) a r-lelome down on the Field. Basically, the dade” 
of Magic Cards are limited to the time that they are turned face-up. After. their effects — : 
have been activated, they are destroyed and sent to the GRAVEYARD. As an excep- 
id(o)anal Xe [8)] om \V/t-(e] (om @r-1c0 (<M aa -\(0 IV F-e] (oN @r-l ce [ow-lale| Continuous Magic Gants temain on. 
the Field. : ' ie. — 








on that card are activated. Trap Cards a are © also de es 
are Continuous Trap Cards. | 
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Each face-up Attack Position Monster on the Field can attack 
the opponent once. However, the player to go first can play 

NV oyatsit-\q @r-lce|-We) ain (ai al(-1(o MM aMal- mile) mel gammolelmer-lalalelar-lit-leLe 
The player to go second can attack on his first turn. Also, the 
rd itle nase po not late\Vioma ce) take place every turn. att 

















Battle Phase Sequence 

Players enter the Battle Phase. The attacking player can attack any of his opponent's 
monsters with any of his own. If there are no monsters in the opponent's Field, the 
10] 0)[~[ej alo) m-1ar- (el ali ola tg\- mo) 0) eley~) [ale e)f-\7- al @)a\-Waalelasit-lmerlabeclatlelatelal= fo) e) efes-y are 
nalelal-)(-/afo] ai e)I-\.-1emm ale (e (eli die)a par Waal) aisi¢>) ant at-1al ay-lcW-lat-(e).¢-10 Me) aler-Wor-\alalelarslat-le) again 
in the same turn. Once a monster has completed his attack, the attacking player 
chooses the next monster and attacks. This is repeated for all Attack Position 
Monsters on the Field. However, players do not have to attack with all available 
Attack Position Monsters. Please decide how to proceed according to the situation. 


If a player attacks a face-down enemy monster, the card is then flipped face-up. Its 
effect is activated if it is a Flip Effect monster. 

When a monster attacks, its position is set in the Attack Position. It cannot be 
changed to Defense Position in the attacking turn. | : 
Monsters destroyed by an attack, Magic Card effects or Trap Card effects are sent to 
the GRAVEYARD. : 
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Cards set in the MAGIC & TRAP CARD ZONE on the Field can be used, but — : 
generally, the effects of Magic Cards other than Quick-Play Magic Cards are NOt. #= 
activated in this phase. Trap Cards can be activated. Please use them according to - 
the situation. eae ee a 










Also, Magic Cards and Trap Cards that have been used are sent tc re GRAVE\ ARD. . 











@, MAIN PHASE 2 

Main Phase 2 begins after the Battle Phase ends. As in Main Phase 1, Fusions and 
Rituals (or- Tale ol ol-1a(o)ganl-re par- lave Mi \V tle] ( em @r-1c0 (<M ale Ml e-1 0M @r-lcelmor-lall of= played on the 
Field and used. 





The player's turn ends. If a player holds more than six cards in 
neir Hand at this time, they must choose cards to discard in 








©] al Mer-l aes at- lam tal-m ©)cele]g—\--) (0) Me) ar-ls B)U(-)Br-t- ie) | (e) 7SF 
‘Build the Deck 


‘Decide which player goes first 
‘Draw a Hand of five cards 





Duel Start 


Player’s Turn 


Standby Phase 
If there will be no 
Main Phase 1 Battle Phase: 
1. Start Step 
Battle Phase 2’ Battle Step 
, 3. Damage Step 
Main Phase 2 4. End Step 
End Phase 


Opponent’s Turn 
Fulfill win requirements 





48 End Duel 













be Battle Phase consists of the following four steps. 

tis 

| Players enter the Battle Phase. Players can use Quick Play 
Magic and Traps against each other in this step. : 


Players choose one monster to attack and a target forthe 
attack. Players can use Quick-Play Magic and Traps aa 
each other in this step as well. 


HY) eines amount is detereined in battle. This is the last step 
ba DA MAGE where Monster Flip Effects and such are activated. However, 
effects cannot be applied to monsters that have been destroyed. 


After repeating the Battle Step and Damage Step as many times 
as possible, the battle ends as there is nothing left to be done. 
Players can use Quick-Play Magic and Traps in this step as well. 








CARD VARIETIES 

Cards used in the game can generally be divided into three varieties: Monster Cards, 
Magic Cards and Trap Cards. Moreover, the capabilities and uses of the cards are 
very different. 


Attributes 
This is the monster attribute icon. 
WW Feo (om @r- Ire l--l ale im e-| om @r- 1c [oee-la =) 

displayed here as gp & g@ 


Type/Kind 

This is monster type and 
kind (Ritual, Effect etc.). 
Magic Cards and Trap 
Cards are also displayed 
_here by type and by kind 
(Equip, Sento bus ¢; ary 
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D (Warr jor Effect) 
; When this card is 
face-down and tarseted 
by a Kasic Card whose 
* | effect targets only 1 
#  honster the Kasic Card 
i$ negated and this card 
| is turned face-ye in 
™ | Defense Position, When 
this card is attacked, 
» it is shifted te Attack 





Level 
This indicates the level 
of a monster. Magic 
Cards and Trap Cards 
are displayed here with 
their respective icons. 
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Only monster’s. 
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BEONSTER CARDS 
lonster Cards are the basic cards used to attack the opposing player. 


Jionster Cards have Types and Attributes. They consist of 20 Types and six 
\ttributes. The differences between Types and Attributes affect how they receive the 
f fects of Magic Cards and such. In addition, the level (# of stars) shows the overall 


trength of a monster. 
tease refer to Pages Le Ete for a list of the Monster Types and Attributes. 


here: are many varieties of vn ee Cards, such as "Fusion Monster Cards" and 
jitual we eg hee which eos Special Summoning, or "Effect Monster 





Monster Cards 
are yellow 


st 








FUSION MONSTER CARDS 

Fusion Monster Cards are special Monster Cards that can be 
or-| [To Colada iisamtal-m/1-(e|(om @r-lc0 MM exe) \Vanl-\ar4clilo)pMmr-lale Mt aliiolielg 
more Fusion Material Monsters. The basic capabilities do not 
differ from normal Monster Cards, but the procedure for playing 
them on the Field differs from normal Monster Cards. 


For more information on Fusion, please refer to page 63, 
“Fusion”. 


Witolatsi-lecM gallo l-Mialcoele lam meiielair-\¢-W eve) aici(e|-\c-(0 f=} Socelbtn, 


Summon. Therefore, it is possible to Summon (or Tribute Summon) 


other monsters in the same turn. In addition, if Fusion Monsters 
are supposed to be "returned to the Hand" by Monster Effects 
Si Comm tale \Var-(o1 (0-11 Vaca (0 gam Com iat-¥ Fusion Deck instead a the Fades 


Eslael FG Es pale) “ti 2 
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Fusion Monster 
Cards are violet 























| Monster Cards are special Monster Cards that can be 

Vinalaatelatcreme)alcemtar-Mil-1(ome)alhanwaalciaiyelemar-\\iow-le(-<1(e[ar-incre| 

tual Magic Card and the Monster Cards required to fulfill the 
ditions described on the Ritual Magic Card as a Tribute. The 
te capabilities fo (oy alo) me liai=ianicelanmare)anat-lii\/(e)ats)¢-1am@r-|celsmm elunt 
rocedure for playing them on the Field differs from normal sem i 
onster Cards. Please refer to the details written on each card Ritual Monster 
the epreerairs requirements. Cards are blue 








ola the Rit al procedures, please refer to 





EFFECT MONSTER CARDS 

Monster Cards that possess magical effects are referred to as 
Effect Monster Cards. The Summon method is the same as for 
normal Monster Cards. 

iui -Toit-Mer-lalo\-mel—ia(-1¢-l\Vme[hU(el-\e Mm alcomaat-Mre)|(e\NViae Mili MVclaatl- ch 
but these effects are different for each card. 





For details, please refer to the card's data effect details. Siicter Kamien 


Flin Etibat (@F-Vol--lc-mel¢-le[- 


This effect is activated when the monster is flipped from face-down to face- -up. The 
effect is also activated if the card is flipped face-up as a result of a Magic or Trap» 
card, or another monster's attack. 


re) manto)e-Mlalcolaaar-is(elame)aacat-M al] oll =is(-\e1 Ml o)[-\-tX-g-1i- laa Ce) page 68, "Flip Effect". 
Continuous Effect 


As long as this Monster Card is face-up on the field, its effect remains active: When 
the monster is turned face-down, its effect is no ongPr active. 





Cost Effect | Grits ff fie : 
These effects require an action of gid caldiiae: your hand (ola paying Lite Points i Ta) or rder 
to be activated. Costs vary from card to card. acl 
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Trigger Effect 
These effects are activated as a result of inflicting Direct Damage to an opponent's 
Life Points, or when certain specific requirements are met. Requirements vary from 
Card to card. 


Multi- Trigger Effect 

These are special effects that can be activated, even on your opponent's turn. An 
example of this is kind of effect is "Kuriboh", whom is discarded from the Hand dur- 
ing your opponent's Battle Phase. 


TOKENS 
Tokens sometimes appear in the MONSTER CARD ZONE as a result of the effects 
of Effect Monster Cards or Magic Cards. 


The tokens are not Monster Cards. They can change 


between Attack and Defense Positions and they can attack, 
but they cannot be used for a Tribute Summon. When they 
are destroyed, they do not go to the GRAVEYARD, instead 
they are eliminated from play. 





SS 

















MAGIC CARDS 
There are many types of Magic Cards. They are usually used 


only in the Main Phases, with the exception of Quick- -Play Magic 
Cards. 


“There are other exceptions, such as "Curse of Fiend", which is 
used in the Standby Phase. 





WHEE e [Tom @r=1 00) are 


Green . 
NORMAL MAGIc CARDS 


These are generally destroyed after activation as long as there is no "Continuous 
Icon". Many cards such as "Raigeki" possess powerful magic. 












“There are also exceptions such as the "Swords of Revealing Light’, which reg 
on the Field for three turns. 


EQuIP MAGic CARDS ' : 
These cards are "attached" to monsters. They 1 remain inon the Field anc 
when the monster they are equipped fo is —_ alow ele\-t-16 
monster with multi ah em Ye 







os 
Pa 


For more information fol) the use 2 of f Equip i gi 
IW FeXe les ok , : 
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LD MaAGic CARDS 
Se cards change the topography of the Field. This topography influences monster 
abilities and changes ATK and DEF. 


GK-PLAY MAGIC CARDS 
ontain special magic that can also be used in the Battle Phase. They can be 
: eas Fe18) opponent, s turn if they have been set on the Field. 





el 











TRAP CARDS 
ial <\-Mer-lcel-Mer-lam elm (e1a\'7-\ (ce M-ic-latiale mica ar-Welelefolal-\aiacmaren at 
turn once they have been set on the Field. 


4 |is Eel 
te 


3 | >. 





Trap Cards are 
st oe 
NORMAL TRAPS , 29 pie 
These cards are destroyed after activation as long as there is no "Continuous Icon". 
In addition, a player cannot use abe Tal the sue 6 aot gh have a set. 








COUNTER TRAPS des Roe 

These traps are activated in response to an fey) 
extinguish or "counter" the effects ee the fon n 
by the "Counter Icon”. 
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r age sustained by battling monsters is determined based on the following rules. 


Sietatetatt of damage inflicted is determined by both monster's ATK. 












-Player's ATK > Opponent's ATK 





lf a player's attacking monster's ATK is greater than the ATK of the opponent's 
monster, the opponent's monster is destroyed. Also, the difference in ATK is 
subtracted from the opponent's Life Points. 


-Player's ATK = Opponent's ATK 


lf a player's attacking monster's ATK is equal to the ATK of the opponent's 
monster, both the player's monster and the opponent's monster are destroyed. 
Neither player takes any damage and all Life Points are unaffected. 


-Player's ATK < Opponent's ATK 


lf a player's attacking monster's ATK is less than the ATK of the opponent's 
monster, the attacking monster is destroyed. Also, the difference in ATK is 
subtracted from the player's Life Points. 


The amount of damage inflicted is determined by the attacking monster's ATK and 
the opponent's monster's DEF. 


-Player's ATK > Opponent's DEF 


If a player's attacking monster's ATK is greater than the DEF of the opponent's 
monster, the opponent's monster is destroyed. Neither player takes any damage 
and all Life Points is unaffected. 


-Player's ATK = Opponent's DEF 


If a player's attacking monster's ATK is equal to the DEF of the opponent's mon- 
ster, neither monster is destroyed and neither player's Life Points are affected. 


-Player's ATK < Opponent's DEF 


lf a player's attacking monster's ATK is less than the DEF of the opponent's 
| monster, neither monster is destroyed and the difference in the attacking monster's 
ATK and the opponent's monsters DEF is subtracted from the player's Life Points. 




















SEN THERE IS NO OPPOSING MONSTER 

1en the opposing player has no monsters in the MONSTER CARD ZONE, the 
ponent takes direct damage. The attacking monster's ATK is subtracted from the 
ponent's Life Points. 


PMMONING MONSTERS 

ere are three varieties of summons. A "Normal Summon" calls forth monsters with 

ce-up Attack Positions. A "Flip Summon" occurs when a face-down Defense 
sition monster is flipped into the face-up Attack Position. A "Special Summon" is 

lled by using Magic Card Effects etc. Tribute Summoning is a rule that applies to 

eyes nish level monsters. 


Bp aa 
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Calling forth monsters with Magic Card, Trap Card a 
and Monster Effect Card effects such as "Fusion", A 
"Ritual" and "Monster Reborn" is called a —— un / 
Special Summon. 


A Special Summon can be performed as many 
times as possible in one turn. However, it is 
necessary to follow the procedure onthe 
cards. In addition, a Special Summon is not ”». 
considered a Normal Summon, so it is possible 
Womeloe- Mle) gaat-lmelelpnlaarelam (olgmialelb](c Mele enlanre)a)) 

in the same turn. 


EASE 





£ 
cy. 
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eapaty 




















bn 

ion is a rule that allows a player to call forth a new monster Mit wctracecoto Et 
using two or more of his own Monster Cards and one Re oe 
psieation NV Felelfom @r-1c0 F 

wo or more Monster Cards used for Fusion Material and the 

fe jic Card "Polymerization" are on the Field or in the Hand, a 
sion Monster can be Summoned. Monsters used as Fusion 
aterial are different from the actual Fusion Monster Card that is 
H moned. 





7 on i Is : performed FYerere)ce| ale mcomcar-mce)|(o\iiiarem e)geler—re lel c-y 


V i ice A and B, which are to be used as Fusion Material, are on the field or in 
We orp ol? Mee Card is played in the MAGIC & TRAP CARD 








Rituals 


Rituals call Ritual Monster Cards through a special procedure ffl] Peace trite the necessary] 


onsters to nate - the 
r of stars. 


olini=a=)almice)gamia(sm \ (e)aaat-licielanlantelar 





A Ritual Monster Card can be called when the following are on the Field or in the 
Hand: 


(1) the Ritual Magic Card, 







(2) the specific Monsters required by the Mitel Magic Card, and 


(3) tribute monsters with a total number of levels Is (stars) equal to oer g 
Ritual Monster's level. 


In addition, Ritual Monsters are treated as a Sped 
10] 0){<Te1 (<te Icom I ¢-le) pe doe oe | 


64 





Hs ie following explains the Ritual method using the appearance of the Ritual Monster 
) Dokurorider" (Level 6) as an example. 


Ve player has the Ritual Monster Card "Dokurorider" in hand and tribute monsters 
» With a total of at least 6 stars on the Field or in the Hand. The player uses the 
) ‘Revival of Dokurorider" Ritual Magic Card by playing it in the Field MAGIC & TRAP 
/ GARD ZONE. 

: , The player pays a tribute of Monsters from the Field or from hand that have a total 


Tumber of stars equal to six or more. 


fi “"Revival of Dokurorider" and tribute Monster Cards are sent to the GRAVEYARD. 
> #Dokurorider’ descends onto the Field. 





> ABOUT THE NUMBER OF TRIBUTE STARS 
_ When choosing the tribute monsters for Level 6 Ritual Monsters, a single monster 


that has enough stars cannot be chosen. In other words, a Level 1 monster and a 
~ Level 6 monster cannot be chosen. 
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SJel-Teit-l mole lanlaslelamicolsamiai-mC]=/-\Vi=h4\=1B) 

By using the effects of Magic Cards such as "Monster Reborn’ 
or “Premature Burial", players can bring monsters from the 
GRAVEYARD back onto the Field. In addition, these are treated 
as Special Summons, so they cannot be subjected to mi le-le) 
Hole" and such. 





Special Summons such as those listed above cannot be used to call back Fusion 
Monsters or Ritual Monsters that have been sent from the Hand or Deck directly to 
the GRAVEYARD. Please be careful. 


If Fusion Monsters and Ritual Monsters that have been summoned to the Field by ( 
the normal procedures are sent to the GRAVEYARD through battle or magic effects, 
they can be brought back onto the Field by using cards such as Monster: Reborn". 
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pour VIAGIC AND —— MONSTER EFFECTS 


Bop MAGIC CARDS 

=a luip Magic Cards, which strengthen monsters, can only be 
USed for monsters that are designated on the cards. However, 

7 ey cannot be used if the monster in question is not face-up. 

: Jey continuously remain on the Field after being used. 

Owever, Equip Magic Cards are sent to the GRAVEYARD along 
th the monsters they protect if these monsters are destroyed. 





ighlight the Equip Magic Card in use and their subject monster to show equipment 
| mbinations. 


eonidnule Earns 
E He can ret 5 VA the news y of the Field. The topography 





sly ies Field Magic Card on 
ography of the Field returns 
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a 
FLIP EFFECT 

Effect Monsters are monsters that have magical effects. There are a variety of such 
effects, among which are "Flip Effects" that have activation requirements. 


Flip Effect Monster effects are activated whenever Field cards are 1i|]0) e\-1e mice) ea} 
face-down to face-up (regardless if the player does not want to activate the effect). A 
or-Tre Miaar=\Vam el-mill ©) 0-10 Mi r-(e-ba0) oe 6(-Mcole-lalt-a\-\pa\var-lit- (eave) gre|U(-M Colca’ ele) \{-1are) mi aat-\e|(eme)s 
effects. (They are also activated by cards such as "Swords of Revealing Light". 
Cards are sometimes destroyed without being turned face-up by cards like 
“Raigeki". In these cases, the Flip Effects are not activated.) 


A player can activate a Flip effect at will by following the procedure below. 
1. Play a Flip Effect Monster in the face-down Defense Position. 3 
2. Players cannot change positions of a card in the same turn in which the card was. 


Summoned. So they must wait until the next turn or thereafter to flip the card.and _ 
activate the Flip Effect. - fo Aw ty ¢ 










Please refer to Page 54, "Effect Monster Cards" or additional information about 


effects. . 
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BouT CARD DESTINATIONS 
Dur care a Duel, cards are sent to a variety of places due to battle, Magic or Trap 
Effe ects. Card type and circumstances determine the place to which they will be sent. 


ENS TER CaRDS 
_ Monster Cards destroyed in battle are sent to the GRAVEYARD. Cards returned to 


t Macule) or Deck go to their respective places. However, Fusion Monsters to be 
L rned to the Hand or Deck go to the Fusion Deck. 


Removed from a Duel 

removed from a Duel due to the Effect Monster, Magic Card or Trap Card 

Sire [oa ce) the ELIMINATED (@7-\ 5 1B )4@)\\| meme lao ef-s) (er-1|\’arer- (aleve) am ol-mel-\-rem-ler-llami a 
I. | : 
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CHAINS 


WHAT IS A CHAIN? 
A chain is a rule that was invented in order to simplify (ol-\<—Tdaaliali ave mig(-Melb|core)gat-Me) are) 
series of complicated Magic and Traps Cards. 


PLAYING A CHAIN 

First of all, let's assume that a player has played a Magic Card. The NV FeYo [om @r-1c0 IIs} 
called "Chain Link 1". If the opposing player plays Magic or a Trap Card against it, it 
is called "Chain Link 2". Chain Links continue to pile up each time such a response 
occurs. When both players can no longer play, the effects of these Chain Links are 
processed from the highest number down to Chain Link 1. 


In a game, chains are played as follows: 
1. Let's say that the opposing player Played nat-\e|(ommm Malicw el—lere)anl— 1-9 (Ghain 1" gap i 
becomes Chain Link 1. 


2. If a player has a card that allows him to respond to that play, {_ eae ar ™ 
the player is given a chance to form a chain. To form a chain, the |©) igipibaleiale 
player chooses YES and uses a card. This becomes Chain Link | 

:. | 






yAe) 








3.4 layers continue by playing in response to each other. The eine mee 
ot cts are processed when neither player can play. en) ee 


ae Wh "KS 
| Negic: Jenner 


ting with the newest effect on top. 


Chain Links are formed as in the diagram below. 


CHAIN LINK 4 
COUNTER TRAP USED IN RESPONSE TO CHAIN 3 


CHAIN LINK 3 
COUNTER TRAP USED IN RESPONSE TO CHAIN 2 


CHAIN LINK 2 


QUICK-PLAY MAGIC OR TRAP USED IN 
RESPONSE TO CHAIN 1 


CHAIN LINK 1 
THE MAGIC/ NORMAL TRAP/ EFFECT FIRST USED 


ain Links pile up in the order of activated effects and are processed in order, 








ABOUT MAGIC, TRAP AND EFFECT SPEEDS 
Speeds are set for Magic and Traps Cards. You can only respond to a card and start 
a Chain by playing a card of equal or greater speed. 


SPELL SPEED 1 

This is the slowest spell speed. Spell Speed 1 cards cannot be used to create a 
chain, no matter whether it is a Magic, Trap or Effect card. These cards can be 
countered with Spell Speed 2 or 3 cards. 


‘Normal Magic ‘Equip Magic ‘Field Magic 





-Effect Monsters (Continuous, Cost, Trigger, and Flip) 


SPELL SPEED.2 | ' at gs 
Ni al-\\—mer-lce\-mer-laul e|- m0 l-\-10 fice) counter a card t with. a Spell Speed of or = 





‘Quick-Play Magic ‘Normal Trap 
‘Effect Monsters (Multi- Trigger) 


1% 
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MeLi SPEED 3 


“layers Can use Spell Speed 3 to counter any speed. Only another Spell Speed 3 
Sard can counter it. 


-Counter- Traps 
long as the spell speeds correspond, chains can pile up to any number of links. 


mia!) EX CERTIONS 
Haley ce) |(o\nVTate Merce l-Mer-lalalela ol-mul-j-r0 la Codcerelelalc-iamcat-M-t-|pal-mdia(e me) mer-lcomiam-mearclia 
because the effects would repeat without end. 





: ne eons a eS 
ls elt abesies = File 
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__ This explains how to process a chain. 


_ 1) Player A uses "Raigeki" in an attempt to clean out the monsters on Player B's 
| Field. 

2) B responds by playing "Anti Raigeki". 

_ 3) Aresponds to this by playing "7 Tools of the Bandit”. 


As a result, the effect of "Anti Raigeki" is cancelled by "7 Tools of the Bandit". The 


effect of "Raigeki" remains applicable. Therefore, all of the patel! ge on Mot s Go are 
eo < ‘ho - 









_ Canceling the "Anti CHAIN 3 (aes to ore the | 


Raigeki" effect. "7 Tools of the Bandit" activation of "Raigeki". 





) The effect comes to nothing CHAIN 2 Tries to deflect the "Raigeki" 
| 
| 


- and can no is be used. n Anti ET effect back at the nia 9 kt « 











| All of the monsters on fe _ CHAIN 1 tre % dees all a the : 
: a abba Field are ed oak oS monsters in the opponent's Field. 
| 7a Clea l=: 
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Fae Els |) Pete | ie 


ee Sie SIPs lle ShlSsl eta: islet Pilea S 
BESS SSE RIS EG Sele als reel ara Sse Ei isa 
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Li M ITED WARRANTY 
Kona 13 z ami of PNail-j ler: a lalen warrants to the original purchaser of this Konami software product that the medium on 
i sh this computer program is recorded is free from defects in materials and workmanship for a period of ninety 
J) days from the date of purchase. This Konami product is sold “as is,” without express or implied warranty of 
‘kind, and Konami is not liable for any losses or damages of any kind resulting from use of this program 
ami agrees ive) ar-Wel-lalole Me) Mallal-iavmccl@) me \W/-yn com-lltal= auc) ey<|| te) aig-le){-(e\-Mr=t all c-Me) e) tle) a Mm i¢-1-Me) Mel al-\ce|-Me-lal Van Colar-lanl 


duct, ‘postage paid, with proof of pri of purchase, at its Fagery Service Center. dig yey mareye 
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